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I Geldspielautomat mil Riaikospialeinrichtung 

Die mh tinar SyniboUpi^WmcMung (3-5) einaa GeW- 
,pi.Uutomiien (1) sni^tM Ge*«ne k6n~« eia Bwatz fw 
»i„ RbikospM mit ainar sum Geidspieleviomatan (I) 9«Ko- 
rend.n Riaikospiefainnchtung (17) vafwendat warden. Die 
bakaftnte Risnwap^inrich«u»fl (17) lift! aich *o oft -m.nl 
Marten, bb dar grSBtmogBcha Gwinn wraichl od.r d.r To- 
ufcarliot aingatraten Ut EffimtongagamlS ist w auiometh 
3chen PissMenmg dar Riaikospielainnchtung ( I7| ainafaaiti 
e»n» Zahlachaltwng (29). dia die AnztM def m amaro 5p»al 
ausfcsbara* fliaikoapiele beorawt. uftd anderersaita e»ne 
Zaittchaltwig (24). die dia RiaikoapietxeitDegf enn. vorgeae- 
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PatcntansprOche 



• . „.m Wlbeeinn aktivierbarcn Symbolspiel- 
Geldspielautomat mit einer zum 5pielbeginn „„ hftis _ 

• 1 dern.iteewinnindividueHenAnzei8celemcntenvcrbunden.st, 

o,ird wcnn das Cew nnsignal eine Minoestnone «» 

w.rd, wenn aa ^bendem GewShrssignal 

Maxima.hohe liegt, wobei der 5pieler <*' 

ourch Betatigen ciner Risikotaste cin Risikosp.e. aus.osen 

ein ZuIaUsergebnis eines Zufallsgencrators aufgcrufen w.rd, das e.ne Er 

I^g Vcrminderung des CewinnsignaU in Zwischcnspeicher suuert, 

eine. Cuthabenzahier zur spateren M 
von, inhait des Zwischenspeichers inkrementierbar «t, wonach der 
soeicher eeloscht und die Risikospieleinrichtung passmert ,st 
soeicner geiox-i Pass jvierune der Risiko- 

dadurdL gekenr^id^ daB zur automat.schen Passmerung 
f^^^rirseits eine Zah.scha.tung (29) vorgcschcn st 



begrenzt. 



2. 



Geldspielautomat nach Anspruch I, 1 
Z^^^, daB die Zah.scha.tung (2,) e,nen von d R,«ko 
^Jfortscha^Tcn Zahler (30) cnthSlt, dessen Ausgange (3.) nut 
Anzeigeorganen (32) verbunden sind. 
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3. Geldspielautomat nach Anspruch 2, 

e,nen ROdcwSrtszSh.er (30, in der Zah.scha.tung <2». 



„. Geldspielautomat nach einem der vorstehenden Anspruche, 

jadgch -ekennzeichnet, daB die Zah.scha.tung (2<0 einen ln.pubzah.er (27 
enthalt, der beim Be.egen des Zwischenspeichers (.6, ange.assen. der dure 
einen von einem Taktgenerator (25) beaufschJagten Frequenzte,.er (26, fort- 
.eschahet wird und der wenigstens einen ZJMstandsabgriff <2« aufwe.st. 
der nut wenigstens einem Ausgang (3., des ZaWers (30, durch VerknGp.ung 
in einem Logik-GJied (33, das Passivierungssigna. bildet, das zum Rucksetz- 
eingang der Zeitschaltung (2*, ruckgekoppe.t wird. 



J GeldspieJautomat nach einem der vorstehenden Anspruche, 

^.eichnetdurch mi, den Zah.standsabgriffen (28, der Zei.scha.tung 
(2», verbundene Leuchtelemente (27A). 



6. GeldspieJautomat nach einem der Anspruche 2 bis 5; 

^ .dcennzeichnet, daB die Anzeigeorgane (32, der ZahkchaUung (29, 
auf einer waagerecht verlaufenden Ceraden und daB die Leuchtelemente 
(27A, der Zeitschaltung (24, kreisringlfirmig angeordnet sind. 
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Paul Gauselmann 
Mporveg 11 

4992 Espcflcamp-Ccstringen 



Geldspielautomat 



mit Risikospielcinrichtung 



Die Eriindung betriflt einen Geldspielautomaten mit einer zum Sp.elbegmn 
ak tivierbaren Symbolspieleinrichtung zur Spielergebnisanzeige und zur Er- 
zeu gung e,nes ergebnisentsprec»*nden Gewinnsignals, <* * 
repLntiert, mit einer Risi.ospie.einricM.g. die da,.Gewi^^ -» 
Zwiscbenspeicber aufnimmt, der mit gewinnindividuel.en Aoze.gee.em «, en 
verbunden ist. die in ansteigender Gewinnstaf fe.ung zu einer R.s.ko.e.ter 
««* sind, wobei a. dem Zwiscbenspeicber ein 
abge.eitet wird, wenn das Gewinnsigna. eine Mindestbabe aufwe.s 
einer Mazima,h6he liegt, wobei der Spieler bei anstebendem ^abr».gna. 
durcb Betatigen einer Risikotaste ein Risikospie. aus.osen kann, be. *m em 
Zufallsergebnis eines Zufallsgenerators aufgeruien wird, das erne Erhohung 
Oder Verminderung des Gewinnsignals im Zwiscbenspeicber steuert, und I m,^ 
einem Cutback *ur spateren Gewinngabe, dessen Stand vom* b* * 
Zwischenspeicbers inkrementierbar is,, wcnach der Zw.scbenspe.cher geloscbt . 
und die Risikospieleinrichtung passiviert ist. 



Aus der Deutscben OHeniegungsscbrift 29 3S 307 ist ein Ge.dspie.automat 
mit einer Symbo.spiel- und einer Risikospie.einricbtung bekannf E,n geg^n, 
falls mit der Symbolspieleinrichtung erzielter Gewinn w.rd m emen Zw,*h«. 
speicber der Risikospie.einricbtung geladen und von einem gew.nnmd.v.dueHen 
Anzeigeelement einer Risiko.eiter angezeigt. Durcb Betatigen von Tasten 
kann I *e,er den erzielten Gewinn entweder in einen 
spateren Gewinngabe .eiten oder ibn als Einsatz zum R.s.kosp.e. verwenden. 
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der schon beschriebenen Weise nut dem Symbolspiel beg.nnt. 



Be im bekannten Geidspie.automaten ist die Dauer eines Spieis, die nut der 
Sh« *r beginn, - - -J™^ 

^ospieieinricbtung endet, keiner absobten ^^ W ^ lugrwde( 
^ Spie.e sebr Unge dauer, Der Ertindung beg: ^ ^^J. 
einen Celdspielautomaten der eingangs genannten Art mil verkurzter 
^ spieler anzugeben. Die A.gabe *rd da*rcb ge.as, 
tiscben Passivierung der Risikospieieinricbtung einerse.ts e,ne 
geseben ist, die die Anzab. der in einen, Spie. ausldsbaren Rjakospte, beg~nzt 
L andere seits eine Zeitscbaltung vorgeseben ist, die die R.akosp.e.ze.t be- 



grenzt. 



Bei den in Gebraucb befindiicben Ce.dspie.automaten ist es Cbuch. e«*« 

die Gewinnnonen, die den Anzeigee.ementen der Risikoieiter 

in d er Weise zu stalie.n. daB die nacnst b6bere Spros* die 

bdbe anzeigt. Andererseits wird der Risikospieleinsatz statistiscb 

zweiten Risikospie, ver.ore. Dieses Doppe.t-Nicbts-Prinz.p ,st zwar *te 

anzuseben, da es fOr den Spie.er statistiscb, d.b. orient.ert an 

von Spieie, weder vor- noch nacbteiiig is,, die Auszabiouote ^e^p e. 

automaten wird allein von der Svmbolspieleinrichtung besnmmt. Im Einze fall 

TeHL enttauschend. wenn ein uneriabrener Spieier jede 

^eit wanmim.t. Nacb den Regein der WabrscbeinUcbkeit bedar, es n«br ais 
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tausend Spielen, um die oberste Sprosse der Risikoteiter von unten her zu er- 
Wimm en. Der Celdspie.auto.nat nach der Erfindung schafft hier Abhiiie. indem 
ei ne von der Zahlschahung begrenzte Anzahl von Risikospielen nur erne be- 
grenzte Anzahl von Leiterabsturzen zulSBt. 



Ausge 5 taltungen des Geldspielautoroaten nach der Erfindung rind den Unteran- 
spruchen 2u entnehmen. 



ANCHOK 16625 



WS - 8 / 167 



3A39635 



Ein ******* " - * «*- dar8estem - " " 

nachstehenden Beschreibung erlautert. Es ze.gen: 



F . B . , • Frontansicht des CeldspieUutcaten nach der Eriindung und 

Fig. 2 Schaltbild *» Celdsp^lairtomaten gemaB Fig. 1. 



Gewinnsymbolen als Ergeon.s oe , nfa „ 4 ein Cewinnsignal zu erzeugen, 

wert et die Rastposttooeo -.m » - * c7und So^spiel- 

das die Art und Hohe des Gewmns reprasentiert. Es sma 
gewinne in unterschiedlicher Hohe erzielbar- 



Oer CewinnerKenner » sende. das Cewinnsigna, Cber ei- 

„ - m eine S peicher 5 tufe eines Schieberegisters 16. das zu e.ner Riafco- 

ZT-» Art - W - C— °* «»**»-» "L 
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Spielablauf im Risikospiel steuert. 

-« *i«..rhtpn die sich in einer Risiko- 
Die Steuereinrichtung 3 »t eine L*npe » -"^J^ Tastenbet5t , 
taste 23 befindet, m dem Spieler zu s,gna..*eren, daB 
g ung ein Risikospiel ausfuhren kann. 

elemente 27A in der We.se Spie , er 
vor Augen gefGhrt. 

32 aktiviert sind. Oamit ist oem ^ d ... , 

noch ausfuhren kann. 

,. ^ T.i.rfhlers 27 und ein Zahlstufenausgang 31 
Einer der Zahlstandsabgrilfe 2S des Ze tzahler V # 
des ROckwaruzahlers 30 sind mi« Eingangen e.nes WW** 
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wobei dessen verges Ausgangssigna. * Passivierungssigna. fOr die RisiXc- 
spieleinrichtung 17 dient. 



Die S.euereinrichtung 9 sendet au. den E.p.ang des Passiv.erun^gnaU h,n 
et^e-Signa. an eine EingabescnaUung 3* des Guthabenzah.ers d,e 

gangsseitig mil den Spe.cHe^enausgangen des ScMebereg.ster . 
ausgangsseitig .it .nKrementiereingangen sowoh. des MunzspeKhe s • * 

JU* zum Guthabenzah,er 7 geh*enden Sondersp,e.ezah>ers 35 
tZ ,« Nach abgesch.ossener Obertragung des in, Schiebereg,ster 16 

ge^en Cewinnsignais sendet der C— ~ ein Q^gs 
"Tuber d7eQuittier.eitung 36 einerseits zur S.euereinrichtung ,1 und «*erer 
X 2 Rodzeingang R des Schieberegisters 16, woraulhin das b,s dab. 
er.euchtete Anzeigee.ement 18 der Risiko.eiter 19 passiviert »«. 

Die Steuereinrichtung 9 unterbricht auch den Stron*reis fur die U*pe 23 ! der 
Lkotaste 23 und setzt die Zeitscha.tung » und die Zah.scha.tung 29 zurud, 
Das Spiel ist damit abgeschlossen. 

Wenn die Risikotaste 23 vor Ab.auf der Zah.zeit, d.b. vor Be.egung des ZSh.- . 
frills 28 des Zeitzah.ers 27 betatigt wird, hewertet d,e Steuereuv 
Z^ 9 das von der Risikotaste 23 e,npf angene Sign,, als gu.«g und rult 
« 2. Register 37 eine ZulaUszah. au,, mn ^ ~^ 
in eine .-Bit-Entscheidung durch und 18 scbt die gelesene Zufal.sz.hl aus d«n 
Register 37. Die ,-Bit-Entscheidung ge.angt dire* an den RDc.setze.ngang R 
Saber einen .nverter 38 an den Scbiebeeingang ♦ 
Die ,-Bit-Entscheidung wird wirksan, wenn die ^ ' 

steuersigna. an einen Eingang E des Schieberegisters 16 sendet. « 

u i m „.,k dann wird das Schieberegister 16 geloscht 
die I-Bit-Entscheidung e.nen H-lmpu.s, dann w.ro 

und der Cewinn ist vertoren. Ein L-.mpuU hingegen versduebt d.e Be.egung des 
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,, um ejne Stufe nach oben, wobei der Ausgang der neu belegten 



aktiviert. 



laden. 
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JAbstractV 



The wins achieved by means of a symbol-play device (3-5) of a coin-operated gaming machine ( I can 
be used as a stake for a risk game by means of a risk-play device ( 17) belonging to the win-opera ted 
gaming machine ( I ). The known risk-play device ( 17) can be restarted as often as necessary until the 
highest possible win is obtained or the total loss has occurred. According to the invention for the j 
automatic passivation of the risk-play device (17). on the one hand a counting circurt (29 . which 
limits ihe number of risk plays which can be initiated in a game, and on the other hand a timing circuit | 
1 24). which limits the risk-play time, are provided ? _j 
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Patent Claims 



Zo^l e£d to I win-todividual display elements, which are combined 
carried off from the temporary memory when the wmmng ^ » 

and the passivation of the risk-play device occurs „ n thp nnP hand 

b that for the automatic passivation of the risk-play device (17) on the one hand 

risk-play time, are provided. 
2 Coin-ooerated gaming machine according to claim 1 , 

to display organs (32). 
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Coin-operated gaming machine according to claim 2, 
characterized by a reverse counter (30) in the counting circuit (24). 

4. Coin-operatedgamingmachineaccordingtooneofthcprecedingcl^ 

in that the counting circuit (24) contains an impulse counter (27) which is started 
withThe placement of the temporary memory (16), further switched 1 by -a 
frequency separator (26) discharged by a tact generator (25), and which possesses 
at least one count status taping (28), which forms the passivation signal with at 
least one output (31 ) of the counter (30) by combining it into a logic member (33), 
which is fed back to the reset input of the timing circuit (24). 

5. Coin-operatedgamingmachineaccoraingtooneoftheprecedingclaims, 
characterized by a luminous elements (27A) connected to the count status 
tappings (28) of the timing circuit (24). 

6 Coin-operated gaming machine according to one of the claims 2 to 5 .. 
' in that the display organs (32) of the counting circuit (29) are arranged on a 
v^Tal straight line, and the luminous elements (27A) of the timingcrcuit (24) 
are arranged in a circle. 
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Paul Gauselmann 
Moonveg 11 

4992 Espelkamp-Gestringen 



Coin-operated gaming machine with a risk-play device 



The invention relates to a coin-operated gaming device with a symbol-play 
device, which can be activated at the start of the game for the display of the game 
result and for creating a winning signal corresponding to the result representing 
the winning amount, with a risk-play device, which receives the winning signal in 
a temporary memory connected lo the win-individual display elements, which are 
combined into a risk ladder at increasing win graduation, whereby an 
authorization signal is carried off from the temporary memory when the winning 
signal possesses a minimum height, and is below a'certain maximum height. The 
player can activate a ristplay at a guaranlee signal queue by pressing a risk key, 
which calls up a random result by a random generator controlling the increase or 
decrease of the winning signal in the temporary memory. It also contains a 
balance counter for the future payout of the winnings, the status of which can be 
incremented by the contents of the temporary memory, alter which the temporary 
memory is deleted, and the passivation of the risk-play device occurs. 

A coin-operated gaming machine with a symbol and a risk-play device is known 
from the German published patent 29 38 307. A possible win obtained by means 
of the symbol play device is loaded into a temporary memory of the nsk-lay 
device, and displayed by a win-individual display element. By activating keys, the 
player may either direct the win obtained into a balance counter for the future 
payout of the win, or use it as a stake for a risk game. 
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In a risk game, a random generator decides the increase or decrease of the risk- 
play stake of the previously achieved win. After the increase, the display element 
of the risk ladder is activated, which is one step higher than the stake previously 
displayed. This newly displayed win can again be used as a stake for the 
following risk game. The risk-play device can be restarted as often as necessary 
until the highest possible win is obtained or the total loss has occurred. As an 
option, the game can also end up in the balance counter by restoring the 
temporary memory. The game can then be restarted as a new game, which begins 
with the symbol play previously described. 



The duration of a game in the known coin-operated gaming machine, which 
begins with the activation of the symbol play device, and ends with the 
passivation of the risk-play device, is not subject to any absolute limitation so that 
some games can take a very long time. The task of the invention is therefore to 
state a coin-operated gaming machine of the previously mentioned type, with a 
shortened duration that can be better calculated. The task is solved by the fact that 
for the automatic passivation of the risk-play device, on the one hand a counting 
circuit, which limits the number of risk plays which can be initiated in a game, 
and on the other hand a timing circuit, which limits the risk-play time, are 
provided. 

It is common in the coin-operated gaming machines in use today, to graduate the 
winning amounts, which are assigned to the display elements of the risk ladder, in 
such a way that the next higher step displays double the amount of the winning 
amount, on one hand. On the other hand, the stake for the risk-play is statistically 
lost in each second risk-play. Although this double-nothing-pnnciple can be 
considered fair, because statistically for the player, i.e. oriented at multiple games, 
it is neither of advantage or disadvantage; the payout quota of the coin-operated 
gaming machine is solely determined by the symbol play device. However, in 
single cases it is disappointing when an inexperienced player takes on each and 
every possibility of risks. According to the rules of probability, more than one 
thousand games are required in order to climb 
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to the uppermost step of the risk ladder from the bottom. The coin-operated 
gaming machine according to the invention changes this by the fact that a certain 
amount of risk-plays limited by the counting circuit only allows a limited amount 
of falls from the ladder. 



The designs of the coin-operated gaming machines according to the invention can 
be found in the sub-claims. 
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A preferred exemplary embodiment is depicted in the drawing and is explained in the 
description below. 

Figure 1 shows a front view of the coin-operated gaming machine according to the 

invention and . 
Figure 2 shows a circuit diagram of the coin-operated gaming machine according to 

Figure 1. 

Schematically depicted in Figure 1 of the drawings is a corn-operated gaming matching 
designated as a whole with 1 with a screen 2, behind which three cylinders 3-5 suggested 
with dashes are arranged coaxially one beside the other. On their circumferences, 
cylinders 3-5 bear rows of win symbols. Coins inserted into a coin slot 6 pass through a 
not-depicted coin tester which, following recognition of validity if applicable, generates a 
signal corresponding to the value of the coin which increases the state of a displaying 
coin memory 8 belonging to a credit counter 7. As soon as the state shows « amount 
corresponding to a gaming stake which is to be drawn from in the course of the game, a 
central control device 9 sets cylinders 3-5 in motion in order to stop them at a stop 
position determined by a random generator 10 so that they show in windows 11- 3 a 
combination of win symbols as the result of the symbol game. A win recognizer 14 
evaluates the stop positions in order to generate a win signal if applicable which 
represents the nature and amount of the win. Monetary and special play wins can be 
realized in varying amounts. 

Win recognizer 14 transmits the win signal through a separate win conductor 15 into a 
memory level of a shift register 16 that is a part of a risk-play device 17 which will be 
described here. Each memory level is connected on the output side to a separate win 
display element, for example 1 8, which displays the nature and the amount of the win. 
The display elements are realized through a printout on the screen 2 which can be 
illuminated by a lamp which shines through. The display elements are assembled into a 
risk ladder 1 9 such that beginning with the lowest win, the display element above makes 
double the win amount visible. 
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The outputs of shift register 1 6, with the exception of output 20 for the highest win, are 
connected through an OR element 21 to control device 9 which in the event of the 
occurrence of an occupied signal directs the gaining sequence described below in the risk 
play. 

Control device 9 causes a lamp 22 that is located in a risk key 23 to light up in order to 
signal the player that he can execute a risk play through activating a key. 

Control device 9 continues to energize a time circuit 24 which is incremented by a clock 
generator 25 of control device 9 admitted by frequency divider 26 which provides 2-Hz 
pulses at its output for a time counter 27. At various times, time counter 27 delivers to 
count status taps 28 output signals which control the elements 27A, which are arranged in 
a circle, so that initially all elements 27A are lighted and then they go out one after the 
other. As this takes place, the expiration of the time is that remams for the player to 
activate risk key 23 is presented visually to him. 

Control device 9 also starts a counting circuit 29 which contains a reverse counter 30 
which can be incremented by risk key 23. The five outputs 31 of reverse counter 30 each 
are connected to an LED 32 so that following activation of counting circuit 29 all LEDs 
32 are initially activated. In this way the player is signaled as to how many risk plays he 
can still execute. 

One of the counting status taps 28 of time counter 27 and a count level output 31 of 
reverse counter 30 are connected to inputs of a NAND element 33 
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with its associated output signal serving as passivation signal for risk-play device 1 7. 

Upon receipt of the passivation signal, control device 9 transmits an enable signal to an 
input circuit 34 of credit counter 7 which on the input side is connected to the memory 
level outputs of shift register 16 and on the output side to incrementing inputs both of the 
coin storage 8 as well as of a special game counter 35 which is also a part of credit 
counter 7. Following completed transmission of the win signal temporary stored in shift 
register 1 6, the credit counter sends an acknowledgement signal through 
acknowledgement conductor 36 on one side to control device 9 and on the other to reset 
inputRof shift register 16, whereupon display element 18ofr.sk ladder 19wh.ch to that 
point was illuminated is passivated. 

Control device 9 also interrupts the circuit for lamp 22 of risk key 23 and resets timing 
circuit 24 and counting circuit 29. The game is thus completed. 

If risk key 23 is activated prior to expiration of the counting time, i.e., prior to count 
status tap 28 of time counter 27 being occupied, control device 9 evaluates the signal 
received from risk key 23 as valid and calls a random number from register 37, executes 
a linear transformation in a 1-bit decision, and deletes the random number wh,ch was 
read from register 37. The 1-bit decision goes directly to reset input R and through a* 
inverter 38 to shift input + of shift register 16. The 1-bit decision becomes effective ,f 
control device 9 sends a steer-up signal to an input E of shift register 16. Jf the 1-oit 
decision contains an H pulse, shift register 16 is cleared and the win is lost. An L pulse in 
contract shifts the occupancy 
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of shift register 1 6 upward by one level, with the output of the newly occupied 
activating the display element of risk ladder 19 displaying double the win. 

Control device 9 causes random generator 10 at suitable points in time to reloa 
cleared levels of register 37 with new random numbers. 
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Sonderspiele 
Miinzspeicher 



Special games 
Coin memory 



[see source for figure] 
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